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The Wheel of Fortune is the tenth card of the Deck of 
Many Fates, and represents, as you might have already 
Suessed, fortune, luck, destiny, and change. It is a quite 
noteworthy draw, for if anything, it ensures big changes 

are coming. Are they Sood? Bad? Only fate will know. 

Will you dare? Will you spin the wheel? 


The rogues of this persuasion can be reckless and 
brash, yet, behind it all, there is a profound 
philosophical theory at play. Their luck is self-made, to 
some extent, for no matter the outcome, they give 
themselves to it completely. 


One thing is clear, above all: everything is temporary. 
Happiness is temporary. Pain is temporary. Life is 
temporary, and the bounties it offers rot away, in time. 
It’s never as Sood the second time around. Few 
understand that stagnation, the sickening comfort that 
arises when everything is settled. The unexpected is 
always more fulfilling... so why not give yourself to it? If 
life if meaningless, why not enjoy it at its fullest? The 
promise of winning through sheer fortune is much more 
enticing than any philosophical enlightenment, that is 
for sure. Throw the dice! And may the odds... 


WHEEL OF FORTUNE 


Roguish Archetype 


What is the meaning of life? Such a question has 
haunted the minds of philosophers since the beginning 
of time. Some individuals spend years, decades, even 
centuries pondering this inquiry, searching within 
themselves for an elusive answer that might not even 
exist. It is... complicated to understand your place in the 
universe, to grasp the complexities of blind fate, to find 
meaning in absolute, random chaos. The fact is, for as 
much as philosophers would like to believe, there might 
not even be a “meaning” to it all. So why bother? 


The Wheel of Fortune does not concern itself with such 

inquiries. They are, after all, pretentious wastes of time. 

Existence is random, at its core. The only way to endure 

it is to ride the wave. Mortals are simple creatures, and 

achievement can become stale if the outcome is 

expected. Isn't it beautiful, then? To be surprised? To 

exist in this random, meaningless universe? To be able 
to extract such euphoric happiness from unknowable 

outcomes? 


Those that follow the Wheel of Fortune give themselves 
completely to this concept. They are gamblers, betting 
more than just their coins, and winning big just as often 
as they crash and burn. Impulsive to the core, often 
hedonistic, these roguish characters ride the highs and 
lows of life with incredible disposition, willing to spin 
the wheel, again and again, to determine their path. For 
these individuals, there is no such thing as 
‘moderation” or “restraint”. After all, most gamblers 
back down right before they win big! 


PLAYING THE WHEEL OF FORTUNE 


The Rogue of Fortune is an extremely fun subclass to 
play, in part because of its gambling elements, yet it 
leaves most of its effectiveness to randomness. Playing 
this subclass is all about managing risk and reward. 

From a roleplay standpoint, the “gambler” rogue is a 
quite fun archetype to play. This subclass enhances 
those aspects, which can lead to important character 
moments as you become stronger, and slowly gain more 
and more control over your fortune, and in turn, your 
impulsive nature. 


HicH Risk, HIGH REWARD 


When you choose this archetype at 3rd level, you 
become adept at taking greater risks, if only for the 
promise of a bigger reward. Whenever you make an 
attack roll or a saving throw, you can choose to test your 
luck by taking a -5 penalty to the roll. You must decide 
to do so before you roll. If you meet the DC, you gain 
one luck point. 

Whenever you make an attack roll or an ability check, 
you can spend one luck point to roll an additional d20. 
You can choose to spend one of your luck points after 
you roll the die, but before the outcome is determined. 
You choose which of the d20s is used for the attack roll, 
ability check, or saving throw. 

You can also spend one luck point when an attack roll 
is made against you. Roll a d20 and then choose 
whether the attack uses the attacker’s roll or yours. 

If more than one creature spends a luck point to 
influence the outcome ofa roll, the points cancel each 
other out; no additional dice are rolled. 


You can have an amount of luck points equal to your 
proficiency modifier. Unlike the Lucky feat, you cannot 
use these luck points on saving throws. After you take a 
long rest, any unused luck points from this feature are 
lost. 


GAMBLER’S STRIKE 


Starting at 3rd level, you can attempt to maximize your 
damage by striking at a well- protected weak spot in 
your target’s defenses. It might work? 

Whenever you use your Sneak Attack feature, you can 
choose to perform a Gambler’s Strike. You take a -2 
penalty to the attack roll. On a hit, roll a d4. The result 
determines the number of d6s you roll for your sneak 
attack damage that turn. If, in addition to the Gambler’s 
Strike penalty, you also take the -5 penalty from your 
High Risk, High Reward feature (for a total of -7), the 
attack is considered a critical hit if it connects. Once you 
have successfully performed a critical hit in this 
manner, you must finish a short or long rest before you 
can do so again. 


The amount of dice increases as you gain levels in this 
class, as shown in the following table. 


GAMBLER’S STRIKE DAMAGE 


Rogue Level Amount of d6s 
1d4 
4 1d4 
5 1d6 
6 1d6 
7 2d4 
8 2d4 
g) 2d6 
10 2d6 
11 3d4+1 
12 3d4+1 
13 3d6+1 
14 3d6 +1 
15 4d4+1 
16 4d4+2 
17 4d6+2 
18 4d6+2 
19 5d4+2 
20 5d4+2 


DOUBLE OR NOTHING 


When you reach 9th level, you learn to use your 
advantage to achieve even greater success. Of course, 
sometimes you squander it... but why quit while you are 
ahead, right? You can gamble on the following features: 


e Whenever you hit an attack roll, but before you deal 
any damage, you can use your bonus action to make 
an additional attack with that same weapon. This 
attack cannot benefit from advantage, but does deal 
your sneak attack damage, even if you have already 
used it on your turn. If you miss this second attack, 
however, the first attack also misses. 

e Whenever you use your Uncanny Dodge reaction, 
you can attempt to dodge fully out of the way... or be 
hit by the brunt of the attack. Make an acrobatics 
check. If the result is higher than the attack roll, the 
attack misses. If it isn’t, your Uncanny Dodge fails 
and you take the full damage of the attack. 

e Whenever you fail a Dexterity saving throw, but are 
benefiting from the Evasion feature, you can choose 
to repeat the saving throw, in an attempt to suffer no 
damage at all. If you fail for a second time, you do 
not benefit from your Evasion feature, and you take 
the full damage of the area effect. 
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Lucky NUMBER 


At 13th level, choose a number between 2 and 19. That 
number becomes your lucky number. Whenever you roll 
that number on a d20, it is considered a critical success, 
as if you had rolled a natural 20. 


MASTER OF THE WHEEL 


Starting at 17th level, you have become the master of 
the wheel of fortune, and can influence its outcomes, 
not just for you, but for all who dare spin it. Whenever a 
creature within 30 feet of you uses a feature to add, 
subtract, repeat, replace, or otherwise influence a roll 
other than with advantage or disadvantage, you can use 
your reaction to deny, or promote, their twisting of fate. 
If you choose to deny, the effect fails and the resource 
with which it was manifested is spent. If you choose to 
promote, the resource with which it was manifested is 
not spent. 


This can affect features such as a fighter’s indomitable, 
a bard’s bardic inspiration, a divination wizard’s portent 
die, and even a dragon’s legendary resistance. You can 
use this feature on yourself too, for example, to promote 
a successful High Risk, High Reward Gambler’s Strike 
without expending a use. 

Once you use this feature, either to promote or deny, 
you must complete a long rest before you can use it 
again. 
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